KIBEPBE3IIEKA TA KOMII'IOTEPHO-IHTETPOBAHI TEXHOJIOTI'TI
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AJIAIITUBHI TEXHOJIOT'II TPUBUMIPHOI'O PEHJIEPUHI'Y B
JIOJATKAX BIPTYAJBHOI PEAJIBHOCTI

Beryn. V cydacHoMy cBiTi TexHOJIOTi# BipTyasibHOI peanbHOCTI (VR) moTpeda y
BHCOKOSIKICHOMY Ta HPOAYKTHBHOMY BIATBOPEHHI TPUBUMIPHUX MOZEJCH cTae aenaii
kputnuHoto. Jlinst cTBOpeHHs mnepekommBuX VR-crieH HE0OXIZHO 3acTOCOBYBAaTH
ATOPUTMU PEHJICPHUHTY, AKi 320€31eUyIoTh HE JIUINE peasliCTHIHY Bizyalizamiro, ane i
JOCTATHIO MPOAYKTUBHICTD, NI00 YHUKHYTH 3aTPUMOK 1 3SMCHIIATH BTOMY KOPHCTYyBada.
MerToto 1i€i poOOTH € TOCHTIIKEHHS ICHYIOUNX MIAXOMIB 10 PEHAESPUHTY TPUBUMIPHUX
Moneneit y VR-cucremMax, oOTpyHTYBaHHS BUOOPY IMEBHUX aJTOPUTMIB Ta MOJATBIITHA
PO3BUTOK ONTUMI30BaHUX PIIIEHb.

Mera: MpoOBeCTH aHaNi3 CyYacHHUX TEXHOIOTIH peHmepuHTy Yy VR, BUAimuTH
KIIIOYOBI QJITOPUTMU 3 OMNISAY Ha SAKICTH 1 HPOAYKTHBHICTH, a TaKOXX HaBECTH
MICPCICKTUBH X BJIOCKOHAICHHSI.

1. Anani3 cy4acHuX afanTHBHHX TeXHOJIOTiil peHAepUHTY TPUBHMIpHUX
Mojiesieil Ui cucTeM BipTyaJbHOI peajbHOCTI

[Ipouec peHaepuHry TpuBUMIpHHX Mogeneit y VR Bumarae Bucokoi
O0YHCITIOBAIBHOT TOTYKHOCTI, OCKITBKA KOPHCTYBad B3a€MOJI€ 3 MOBHOI[IHHUM
TPUBHMIPHUM CEPEJOBHILIEM Y PEXHUMI peanbHOro uacy. llpu npomy oOpoOIsStOThCS
TUCAY1 00'€KTIB, TEKCTYP, OCBITIIOBAILHUX e(EeKTiB Ta AUHAMIUHUX TiHEH y KOKHOMY
kaapi. Oco6mnuBicTio VR € HeoOXIAHICTh peHIEPUTH 300paKeHHSI OKPEeMO AJisi KOKHOTO
oKa (cTepeocKonIyHe OaueHHs), 1110 110/IBOIOE HABAHTAXXCHHSI Ha I'padIyHy I1JICUCTEMY.

OnnuMm 13 0a30BMX METOJIIB Bi3yani3allii 3ajauliacTbCsl pacTepusaiiis. Bona
IIUPOKO BUKOPUCTOBYEThCS y Takux pyuiisix, sik Unity ta Unreal Engine, 1 no3Bossie
HIBUAKO TpaHcpopmysatu 3D-reomerpito y 2D-1ipoekiiito. OCHOBHA liepeBara — BUCOKa
MIBUJKOAIS, OAHAK METOA MEHILI NpUIATHUH Ui (pI3UYHO TOYHOTO MOJENFOBAHHSA
cBiTIa Ta BiAOWTTIB. 3 omisagy Ha notpedy y ¢oropeanicTUUHOCTI, OCOOIMBO B
apxiTekTypHii Bizyanizauii adbo VR-Tpenaxepax, 3p0CTae pojib TPacyBaHHs MPOMCHIB
(ray tracing).

Tpacysanns mpomeniB, peanizoBane uepe3 RTX-rexnomorii NVIDIA [1], imiTye
G13UKy po3moBCIOKEHHS cBiTia. B ymoBax VR iforo komMOiHyIOTh 3 pacTepusalii€ro y
riOpMAHOMY MiIXO/I1, 110 T03BOJISIE OTPUMATH CKJIQJH1 ONITUYHI epeKTH MpH 30epekeHH1
MPOJYKTUBHOCTI [2].

Takuil niaxia 3a0e3neuye KOMIPOMIC MIXK SIKICTIO 300pa)KCHHS Ta MIBUIKOIEIO.
Apxitexktypa RTX Hybrid Rendering niarpumyerscst cyuyacuumu VR-1monomamu,
3okpema HTC Vive Pro Ta Meta Quest 3 uepe3 Link.

Jns pocsrHeHHs CTaOUIbHOT YAaCTOTH KaJApiB 3aCTOCOBYETHCS AanTHBHA
neramizamnist ciieHn (Level of Detail, LOD). IMpunuun po6otn LOD monsirae y 3amiHi
ckimagaux 3D-momeneit Ha CIpoIeHi BapiaHTH 3aJIeKHO Bij BijcTaHi A0 risgada. [le
JO3BOJISIE  PEHJIEPUTH BiajmangeHi O0O0'€KTHM 3 MEHIIOK KUIBKICTIO TIONITOHIB, He
BTpauvarouu BizyanbHOi sikocTi. Y VR, ne kopuctyBau Moke MIBHJIKO 3MIHIOBATH
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HanpsAMok ornsay, epexkruna LOD-cuctema € 000B’13KOBOIO YMOBOIO.

Kpim toro, VR-pymrii peanizyrors aroputMu Biaciuenus 00’exris (culling):

— Back-Face Culling mporryckae momironu, mo o0epHeHi BiJ Kamepu;

— Frustum Culling irHopye 06’ €KTH, 110 IMOBHICTIO 38 MEKaMH ITOJI 30PY;

— Occlusion Culling He peHIepuTh 00'€KTH, SKi TOBHICTIO 3aKPUTI IHIITNMHU.

i TexHOMOrii JO3BOJIAIOTH YHHUKATH OOpPOOKHM HEMOTPIOHHX €JEMEHTIB CIICHH,
0 CYTTE€BO 3HMXKye HaBaHTakeHHd Ha GPU 1 mnokpamrye peakTuBHICTE VR-
CepeIOBUIIIA.

B ocranni pokm ocobnuBoi momyisipHocTi HaOyBae Foveated Rendering —
IHHOBAI[IliHA TEXHOJIOTIA, IO aJalTye SKICTh PCHACPUHTY MO IOJOKCHHS TOTIISIITY
KOpHCTyBada. 3a JOMOMOTOI0 TPEeKIHTY odel (eye-tracking) Bu3HauaeThesi poBeanbpHA
30Ha (30Ha MaKCHMAJIBHOI TOCTPOTH 30pY), Y SfKiii BUKOHYETHCS PEHJICPUHT 3
MaKCHMaJbHOI PO3IUIBHOI 3OATHICTIO. Y mepudepifHuX 30HAX 3aCTOCOBYETHCS
MOHIDKEHA SKICTh. Takuil MAXiJ 3HIKYye oO4ucioBalibHI BuTpatu a0 40% 06es
ITOMITHOT'O TIOTIpIIEHHS AKOCTI 300paxeHHs [3].

llle ogHMM KJIIOYOBHUM €IEMEHTOM € IIeWIepu — CIelialdbHI Mporpamu, o
KEepPYIOTh OOYHCJICHHSM KOJLOPY IIKCETIB, OCBITICHHSIM, e(QeKTaMH MaTepialiB.
Cropomrenust meHepis, a TaKOX TepeapeHaepuur (OHOBUX e(eKTiB, JT03BOIISIE
CKOPOTHUTH 3aTPUMKH TIPU PCHJICPUHTY CIeHU. Hampwkiaa, monepeHs0 OOYHCIICHE
rinodanmbue ocBitinenns (baked GI) mupoko BUKOPUCTOBYeTHhCS B crarionapumx VR-
CIIEHAaX.

Takum uynHOM, edekTUBHHMI peHAepuHr y VR € pesynbratom iHTErpamii
YHCIEHHUX METOJIB 1 ONTUMI3aliii: BiJ KJIACHYHOI pacTepusalii [0 TpacyBaHHA
npoMeHiB, Bin LOD po foveated rendering, a TakoX BHKOPHCTaHHS CYYaCHUX
rpadiuaux API (DirectX 12, Vulkan, OpenXR).

BucnoBok. IIposeieHuii orsyi 1oKa3aB, 110 Ui CHCTEM BIPTyalbHOL
pEAIbHOCTI HAMOLIBII IIEPCHEKTUBHUMHU € TEXHOJIOII, SIK1 a/IaliTyl0Th PEHJIEPUHI JIO
0COOJIMBOCTEN CHPUHHATTS JIFOJAUHU (HalIpUKIIa)l, (POBEAILHUN PEHJICPUHT), a TaKOX
TEXHOJIOTI, 110 JIuHAaMI4HO ontuMizytoTh ciieny (LOD, culling). KombinyBanHs Takux
MiAXOMIB 3 amapaTHUMH Ta AITOPUTMIYHUMH ONTHMI3ALlIIMH CTBOPIOE MOJKJIMBICTBH
peamizanii peaiCTUYHOIO PEHACPHHLY Yy PEXHUMI peajbHOr0 Yacy HaBiTh Ha
oOMexkeHux pecypcax. Y MNOAANbIIOMY JOLUUIBHO PO3pOONIATH BIACHI BIPOBAKCHHS
LUX QJICOPUTMIB, TECTYBaTH iX B KOHTEKCTI VR-cucrem, 0COOIMBO 3 ypaxyBaHHSAM
aganTamii g0 pi3Hux rmuiatrgopm (MOOITBHUX, cTamioHapHUX). BrockoHaneHHs 1uX
HampsIMIB BIIKpUE NUISIX 70 Oibir rubokoi iHTerpanii 3D-penaepunry y VR-noaatku,
apxiTEeKTypHI Bi3yani3allii, CAMYJISILIT Ta 1HII MPOrpecUBHI 00IAaCTi.
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